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I I DANGER! 

I i You are on board the Mobius I 

| ; ^ Express when the Star Crys- j 

j t \ tal, the most valuable jewel in | 

if- ithe galaxy, is stolen. | 

I t YOUR MISSION: 

i Find out who has stolen the 
I crystal before they can es- 
I cape the Mobius Express. 
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introduction 



to^m" 'nterplaneteiy Spy. You are about 
10 embark on a dangerous mission. On your 

mlssfon you wlH face challenges that m 
suit in your death. ' 

You work for the Interplanelary Spy Center a 
farming organization deitrtS to^ 
ping crime and teirorism in the galaxy. While 

SSLS^f^^ T^"^^ ^ WSl Wke ySLr 
orders from the Interplanetary Spy Center 

Follow your instructtons carefiilly: V^' 
You wlH be traveling alone on your mission If 

lerwni not be able to help you. Only your wits 

yourgoal. Becareful. Keep your opeSi! 

If you are ready to meet the challenge of beino 
an Interplanetary Spy, tum to pjjw. l" ' 




You are an Interplanetary Spy, 
traveling in a small space pod. You 
have just entered the atmosphere 
of the planet Teledar, in sector 11, 
To receive information about your 
mission, enter your (nterplanetary 
Spy ISBN code number below. 



n 



If you are not sure of the code number, 
check the back cover of this book. 




Your mission is to guard the interplanetary 
diplomat Quarboss Tro as he travels from Te- 
ledar to the headquarters of the Galactic Arts 
Council on the planet Mirado. 





U-— y\ 

Tro will deliver to the council a unique and 
priceless jewel known as the Star Crystal. The 
council will present the Star Crystal to the art- 
ist whose work they feel is the greatest in the 

galaxy. Mi ' 

Interplanetary Spy Center 
has learned that someone 
. is plotting to steal the 
Star Crystal. You must 
make sure that Tro and 
the Star Crystal get safely 
to Mirado. 




tttUitt. 





You wiJI be disguised as an art expert 
from the planet Kron, For this mission you 
will use the name: 



A 


R 


K 


S 


T 


A 



You and Tro will travel to Mirado on the 
Mobius Express, a new type of spacecraft. 





You will meet Tro 
on the planet Tele- 
dar. Another Inter- 
planetary Spy, 
code name Rolo, 
will take you to 
Tro. 

Turn to page 9. 




YOU assembled the bioform mask pieces 
in the wrong order. You'll look very sltly 
wearingr this! 





You'lf have to keep out of sight un- 
til an Interplanetary Spy shuttle 
craft can pick you up. And that 
won't be for six rrronths! 




1 



You run to the right. This corridor opens 
out into a large, crowded room. The pyra- 
mid ts a market, patrolled by Teledarian 
police. That must be why the thieves 
stayed outside! 





You leave the pyramid through a 
doorway at the far end of the mar- 
ket. You continue through the city. 




Turn to page 12. 



Tro locks the Star Crystal in a carrying case. As 
you follow him out to the roof of the building, you 
scan the area for any sign of the attackers. 




Tro inserts a cylinder into the jumper's con- 
trol panel. "RolO gave this to me," says Tro. 
A diagram of your course appears on the 
screen. Your destination: Greli, a jungle 
world in sector 12. 



Go on to the next page. 



The course diagram will determine which of the two 
jump-doors you will useThe course diagram should 
be able to fitter the jump-door diagram so that none 
of the shapes in the two diagrams overlap. 




You l^nd your shuttle on platform B. Your I 
shuttle is locKed into place, and you begin .f 
to move toward the passenger areas. 




Soon the shuttle comes to a stop. You look 
out th^ window and realize that you're un- 
derwater! "This must be the aquatic sec- 
tion," Says Tro. "It's where the water pas- 
sengers stay!" 




You landed on the wrong platform. 
Turn back to page 40 and try again. 



9 



You are now well within the atmosphere 
of Teledar. You will make a secret landing 
on the outskirts of Centar, the capital city. 
Fire retro rockets. 




Computer scan shows your landing was undetect- 
ed! Turn to page 10. 



You remove your disguise from a storage 
compartment in the pod. First, you change 
into the clothing of a Kronian art expert. 

Next, you pull on a pair of biofonn 
gloves. The materia! iooks and feels ex- 
actly like real skin. 




Now you are ready for the bioform mask. 
The mask is made up of six separate 
pieces. Starting with the top of the mask, 
you must join the pieces in the correct or- 
der. When the mask is assembled, pull it 
over your head. 




Is the correct order 
2-4-6-1-3-5? 
Turn to page 15. 



is then correct order 

^-2=3- 1 "4-5? 
TLsrDT io page 4. 




You set off to the right. As you walk 
through the streets of Centar, you spot 
groups of buildings that you recognize 
from the map. You're on the right track. 




You see a group of Teledarians. They 
couid be the thieves Spy Center warned 
you about. You move past them quickly. 
Soon you find the maintenance tunnel. 




You pull the tunnel grate open and 
go inside. A few hundred feet into 
the tunnel, someone steps out of 
the shadows. 




"Greetings," he says. "I am agent Rolo." 
He holds up two plastic chips. "We don't 
have much time, but I must be certain 
that you are really the iSpy assigned to 
this mission. Take the chip that has the 
Interplanetary Spy badge print ed on it." ^ 

This one? 1 
Tum to page 34. 




If you're not sure, check the back cover of this 
book. 



You pressed the wrong button! The platform/ 
rises up into the air, but it zigzags crazity 
between the tall buildings of the spaceport. 





You picked the chip 1 
with the wrong belt ' 
buclcle! Rolo pulls a 
blaster out from under 

his cloak. 




i-/^ Without warning, he 
hm/J shoves you into an 
W^VI opening in the tunnel 
\ i wall! 



You slide down a long slippery chute. 
Finally, you land in a dark chamber. 
The only light in here comes from hun- 
dreds of eyes and thousands of teeth! 




You assemble the mask correctly, 
and It fits you perfectly! You take 
your map of Centar with you as you 
step out of the 





Before you enter the city' you have to va- 
porize the pod, to make sure that no one 
can follow you. If you're not careful, you 
could lead someone to Tro— and the Star 
Crystal! 




You open a box on the outside of the 
pod. Inside are the vaporizer controls. 

Turn to page 16. 



In order to vaporize the pod, you must 
join two cables— one from each side. Con- 
nect the plugs that fit together. 




Be careful! The other two plugs are for 
emergency use. They should be joined 
only if you are about to be captured by 
enemy agents. 



Connect 2 and 3? Turn to page 25. 
Connect 1 and 4? Turn to page 20. 




On the console you see a small opening 
that matches the shape of your code chip. 
You place the code chip in the opening. 
The shuttle's engines and console are 
activated. 




Turn to page 18 




Now you must set the course for the Mobi- 
us Express. On the shuttle's screen, you 
see the Interplanetary Spy badge magnified 
hundreds of times. On the badge are secret 
instructions written in special symbols. 




You must use straight lines to connect each 
symbol on the screen with the symbol that 
looks exactly like it. When you have done 
this, you will see a course number. Enter 
this course number into the shuttle's course 
computer. 




881470? Turn to page 45. 

SS-i 9G8? Turn to page 38. 



You head into the city. After a few 
minutes you realize that you're being 
followed. A gang of thieves is after 
you! You run into a pyramid-shaped 
building to get away from them. 




There are two corridors in the pyramid. 
Which way do you go to escape the 
thieves? 




To the left? Turn to page 30. 



To the right? Turn to page 5. | 



If you're not sure, find the triangular pyra- 
mid on the map of Centar (see page 26). 
Then decide which way to go. 



t 




You press the correct button, and the platform \^ . 
rises. The attackars may have been part of a plot ij 
to steal the Star Ciystai, or they fnay have been 
a gang of Teledarian thieves. There's no way to ;i 
find out now. ^ 





— — 

Quarboss Tro is waiting for you. You intro- 
duce yourself as Dartetar from Interplane- 
taiy Spy Center. "Stiow me your code 
chip," he says. 

You show him the chip. He nods and says, 
"Greetings, Darkstar. But where is agent 
Roto? I thought he would be with you." 



J You tell Tro that Rolo was wounded as you boarded . 
the platform. "I hope he's all right," says Tro. "But i 
I'm glad to see that you got here safely. Now come 
■'•"-'5 nie, f want tci show you something." 
©in fto the ?9eitt pissrae 




SS You follow Tro to another room. The r i 
room glows with a strange and 
_ _beautlful light. 



23 





"This is the Star Crystal," says Tro. 
"There is nothing else like it in the galaxy. 
That glow you see comes from deep inside 
the crystal. They say that it is the captured 
light of a dying star. 




^3' 'i 



"There are beings in this galaxy that would 
stop at nothing to own it," says Tro, as he 
stares at the Star Crystal. Then, after a few 
rr^onienis, he says, "Let us be on our way!" 

- Turn to page ©. 




You decide that the exploded 
metrobot was a maintenance 
type. You quickly put the pieces back 
together. 




It comes to life, but something's wrong — it 
must have been a security metrobot. 
You crossed the wrong wires. And whatever 
you've created is about to cross a coupie of 
your wires! 





It works! Within seconds the pod is vapor- 
ized. You enter the city. 




Turn to page 26. 





According to your instructions from 
Spy Center you will meet your 
guide, agent Roto, in an under- 
ground maintenance tunnel. Use 
the map to d^ide which way you 
should go. 




I- 




This way? 
Turn to page 19. 



'"/niffi/i 
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^MAINTENANCE 
\Z) TUNNEL ^ 
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This way? 
g^lTum to page 11, 






■ssrasjKjas:- 



VJBJ5 





Heading east, you and Tro push ff 23 )) 
your way through the jungle. After %^ 
several hours, you still haven't found 
the tower. ... 



-^^^^^^^^^ You lock in your selection. The jumper rises | 
into the atmosphere and enters the jump- 
door. 




. . But something has found you! it's hard to 
say what it is, but it's easy to see that it's 
hungry. Very hungry! 




You run down the corridor to the left. At | 
Uhe end, you find another door. You push i 
it open. i 




You press the tumblers that have 
twelve black shapes inside. It worlds! 
The door springs open, and you enter 
Tro's cabin. 



Quarboss 
Tro's lifeless 
body lies on 
the floor — and 
the Star Crys- 
tal is gone! 






You tried to protect Tro and the I 
Star Crystal. But still, someone 
got through — and it seems that Tro has 
paid with his fife! Tuwst to ^^ge 32. 




\ / 




32 )1 1 The door to the corridor is unlocked. 
I You check up and down the corri- 
dor, but it's empty. 



I You'd like to inform Spy Center that you've run 
I into trouble, but while the ship is in warp drive, 
: interplanetary communications will not work. 
And whoever committed the crime cannot leave 
I the ship while it, is in warp drive. You must try 
] to track down the murderer before you get to 
Mirado, 




You search Tro's room for clues. On the 
floor near Tro you find a few long hairs. 
Which passenger had hair like these? 
Check pages 66 and 67 if you need help. 
Then turn to page 41 when you think 
you've figured it out. 



'I! 



!P1/ 



Your jumper rises into the atmo- 
sphere and enters the correct jump- 
door. 




Time seems to stand still as you 
travel a dozen light years in the blink 
of an eye! 




Your jumper comes 
to a stop. 

Turn to page 42. 



"Good. You have picked the cor- 
rect chip. You are Darkstar," says 
Rolo. Save the chip. You will need 
it later to get to the Mobius Ex- 
press. 




You foHow Rolo through a series of winding tun- 
nels. Finally yoU ctimb a ladder to the street 
above Go on to the next page. 






You have come up in the new section ot Centar™ 
^ the spaceport. "In the atmosphere above the 
[spaceport," says Rolo, "there are holes in space 
i known as jump-doors. When a spacecraft goes 
through a jump-door, it can travel through space to 
distant planets." 




^ "We're being followed'" Ro!o says.. "Quick! 
Get onto this piauorm. I'll program it to 
take you to Tro!" 




Rdo punches a series of buttons 
on the platform's console. "I'll stay 
behind to see that you get away," 
he says. "When you get to Grell, 
find the tower. Then use your code 
chipl" Go on t© the next page- 



Just as he's about to press the fi- 
nal launch' bi;rLon, Rolo \s grar-^d 
by a blaster shot! He fails from the 
platform. 'Get moving!" he says, 
"ni be aH rightl"_ ■ 





You study the console. The buttons Rolo 
pressed are lit up. He pressed them fol- 
lowing a certain pattern. You must figure 
out what the pattern was. Then press the 
tenth button to launch the platform. 




ii- 

n 



/TT^"! am transmitting a diagram o the Mobius^ 
Express " says the metrobot. "You will land 
vour shuttle on one of the two platforms 
The platforms rest on conveyor belts that 
will move your shuttle around the ship to 
the passenger areas. 




"Your rooms are located in the first-class 
section of the ship. Land your shuttle on the 
platform that will take you to that section. 
Which platform will take you to the first- 
class section? - 



Aquatic section 




Platforms 



Conveyor belts 



Platform B? turn to page 8. 
Platform A? Tunt to page 64. 





Callisto's pet, Tunk, 
has hairs like this! But 
I that may not mean 
i anything—the hairs 
may have gotten on 
Tro in the lounge 
area. 



Suddenly an alarm rings in the corri- 
dor. You decide to investigate. You 
leave, locking Tro's cabin door be- 
hind you. 



iJ- 1 . 
ft .If' 




You follow a metrobot that's racing 
toward the alami. Turn to page 46- 




You and Tro have landed on the jungle 
worid of sector 12. You can see nothing but 
the ttTick plant life surrounding your jumper. 
"I don't feel safe here," says Tro. 
Yo« agree with him. There are too 
many places for an attacker to hide. 




n 



You decide to climb a tre^ so you can look 
for the tower Rolo told you about. "Stay i 
close to the jumper," you say to Tro as you 
Ai climb. "Call me if you need help." 




From the treetop you look out across the 
jungle. The sun is just rising in the east— it's 
still too dark to see anything clearly. You tell 
Tro that you must wait in the tree until the 
sun is fully up. 

To see what the jungle looks like after the 
sun has risen; fold the corner of this page 
from point A to point B. Then find the 
tower. 



w 



vis;! 



Is it toward tfte east? 
Turn to page 29, 

Is it toward the north? 
Turn td page 44. 






\{ \ to the north. You 



You and Tro set out 



\ 



push your way r :| 
through the jungie 
plant life. jtfT'^^ 




You enter course number 881470. The j 
roof opens and you soar into the 
atmosphere. 



You reach the tower! It's been well 
hidden by Spy Center agents. "It's 
hard to imagine that anyone could 
have followed us here," says Tro. 





r^^- — 

In a short time, you 
I realize that you're 
heading straight for 
the sun! 

^^—y ^ 



It's hot. it's 
very hot. It's 
getting 
hotter. , . . 








As you turn a comer you see why the alarm 
sounded — a metrobot has t)e«i attacked! 




"This has never happened before,"* 
says a helper metrobot surveying 
the wreckage. Could this be con- 
nected to Tro's murder? 





You decide to put the I 
metrobot together so 
you can question it. 
"What kind of metro- 
bot was it?" you ask 
the helper. 



"I'm sorry," it replies. 
"All I can say is that 
according to rpy scan, 
j it is not a helper type : 
hike myself." | 



Which metrobot type do you use as a guide 
in putting the pieces back together? 

Security t^pe? Turn to page 87. 



^ tf |f®te*re r^0t siifej chBok. p^:«^e S4. 

■■— — ' ■ , 




I "Mitoshi was a great artist," says Freeba, "and [ 
i you seem to be a true art expert after all. You 
j should know, then, that my work is the best in I 
I the galaxy! I 
j "I have the best chance of winning the Star j 
I Crystal, so why would I steal it? Please leave me ] 




You leave Freeba. You deckle to speak to Callisto 
next. On the way to Callisto's cabin you think about 
Freeba. He denies the crime, even though no one 
said he did it. Maybe he's the guilty one! 



Go on to the next page. 



Callisto looks up at you as you enter 

his oab;n. 




J. 



"What do you want?" 
he says. "I'm busy." i 
You tell him that 1 
you've come to visit I 
, him to see how he 




f 



Cailisto shows you the plans of his 
new sculpture. 




"As an art expert, you must know some- 
thing about sculpture," says Cailisto. "Tell 
^ me which of those metal bars I can use to 1 
* make this sculpture." 1 




Do you point to the bars against the wall? \ 
Turn to page 54. | 

Do yoii point to the bars on the floor? i 
Turn to page 59. 




I "Of course, that Includes you," Freeba continues. "Maybe | 
I you did it, Darkstar! You're supposed to be an art expert, I 
f but I've never heard of you. Come closer," he says. "I ij 
i want to show you something." Turn to page 52. 1 



52^ Freeba directs you to stand behind '! ' j. 
his chair. He presses several but- 
i tons on the chair's console, and four 
pictures appear on the chair's 
viewscreen. 




I u 




! "Tel! me, art expert," says Freeba, 
[are by the same artist?" 




8 ^ m 



'These are very old Japanese prints," says 
Freeba. "Two of them are by one artist. The 
other two areby two different artists." 

Ck»on to the next page. 






The first and the third? 
Turn to page 48. 
The seeoiul and the fourth? 
Turn to page 80. 



1. j 



■ I 



You point to the bars against the 
wall. Cailisto, scowling, rushes over 
to you. 




i "Wrong!" he shouts. "The correct bars are 
I of three different lengths. You're not an art 
I expert! Who are you?" Caliisto accidentally 
8 touches you with the end of his warp chisel, 
i Your body becomes one of Callisto's impos- 
] sible shapes! 




As a work of 
I art you'li live 
i| forever. But as ii 
I a Spy, you're 
I dead! 




The helper points to an flifo-screen. 
"This floor plan will show you where 
your cabins are located," it says. 





You see that your cabin is right next to ] 
Tro's. "Here are your keys," says the help- | 
er. You and Tro each take two keys. One is [ 
your cabin key, and the other is for the door ( 
that connects the two cabins. 




I The helper says: "Late tonight the Mobius j 

I Express will go into warp drive. This will j 
take us to Mirado very quickly. We will ar- j 

rive there tomorrow morning. Have a pleas- ! 
; &nt sleep." . Turn t© pr^ge SS. j 




"That's fine," you say, "but I suggest we 
leave the door between our cabins un- 
locked." You say goodnight to Tro and go 
to your own cabin. • 



Go on to the next page. 



You decide not to sleep until you get 
to Mirado. After several hours, a helper 
metrobot appears on your cabin's 
viewscreen. 




"Attention," it says, 
"We are now going 
into warp drive. In 
about three hours, we 
will come out of warp 
drive near the planet 
Mirado. Thank you." 



pi- ' 




■ !■ 
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You try your key, but 
it doesn't work— 
someone has 
jammed the lock! 





To open the lock, | 
press the three turn- \ 
biers that are most i 
alike. I 



2-3-5? Turn | 

' to page 31 . | 

4-6-1? Turn] 

to pB^B ©3. ; 



You point to the bars on the fkwr. "That's 
right," says Calllsto. 'To make tNs sculp- 
ture you need bars of three different 
lengths. 




"But never mind this," 
he says. "I think I 
know why you're 
here. The news has 
spread. 



"You're wondering if I 
know what happened 
to Tro and the Star 
Crystal. Well, I don't! 
You're wasting your 
time talking to me. 




i "If you don't believe me," he says, "go 
; speak to Cicelea. They say she has the 
power to read minds!" Turn to page 60. 



Callisto sure was eager to get rid of you! 
What was he trying to hide? And at the 
same time, It almost seemed that he was 
trying to help you. 



You ask Cicelea if she has heard 
about Tro. She nods her head yes 
and then plays her instrument — the 
Nautilus pipe. 





You arrive at Cicelea's cabin and 
you knock on the door. Without say- 
ing a word, she opens the door and 
waves you in. 




Go on to the next pagoi 



T7 



fitiTiTT------ 



The music of the Nautilus pipe is beautiful. 
Its tones are like the ocean sounds you can 
hear when you put your ear to a seashell. 
You realize that this is the way Cicelea 
speaks— with her music alone! You call for 
a helper metrobot to translate her music for 
you. Turn to page 76. 




You press the metrobot call button. 
Within seconds, the water drains out of 
the waterlock. The maintenance metrobots 
has saved you. 




The metrobot enters the waterlock. "This 
room should not have flifed up with water," 
it says, "until you put on an aquasuit. 



Before you can make 
a move, a helper me- 
frobot appears on the 
cabin's viewscreen. 




"According to my 
scan, the last person 
'j to use this waterlock ; \ 
I damaged the controls cloak before, t?ut 
' and left, behind this U where? If you don't 
cloak." i i remember, check 

page 41 . Then 
, turn psge Se. 




"Attention passengers," it says. 
"The Mobius Express is passing 
through a warp storm. There is no 
serious danger to the ship or its 
passengers. 





• •••• 



"Unfortunately, the warp storm will cause us 
I to jump backward in time. Please do not be 
J alarmed. Thank you." 

I It's just as well — you were about to 
I make the wrong move! 



nr 



I'um back t& page 




When the shuttle stops, an information 
, chart appears on your screen. The chart 
shows the different types of metrobots and 
explains what their jobs are. 




Information charts like this one are located 
throughout the ship. From them, you can 
call for any type of metrobot whenever you 
need one. Go <m to the next page. 



i You've arrived at the \ 
I first-class secuon. Tro > 

case tightly as you i i 

I leave the shuttle and ; 

board the Mobius | 
Express. 




A helper metrobot greets you. "Welcome 
aboard," it says. "Please follow me to the lounge. 




"You can meet your fellow 
passengers there before go 
ing to your rooms for the 



night." 



You follow the metrobot, staying close to Tro. 
You must be even more alert now that you are 
among strangers. Turn to page 66. 



:■ i; 



I -! 




The helper metrobot teads you to the pas- 
senger lounge. You are introduced to the 
other passengers as Darkstar, an expert on 
galactic art 



Darkstar is traveling with Quartx)ss 
^1 Tro, an interplanetary dq>tomat," 
says the helper. 





"The gentleman in 
the hoverchair is 
Freeba, a painter 
from the Ganesh Star 
Cluster," says the 
helper. "He is one of 
the most famous art- 
ists in the galaxy. 
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"Calllsto is welt known 
tor." says the helper. 



as a scuip- 



His little 
friend is called 
Tunk. 




'Freeba, CaHisto, and Cicelea are 
also traveling to Mirado. Each one 
|! has a chance to win the Star Crys- 



tal. 



\ 



nil 




As you put the aquasuit on, you realize that 
jf somf^one wearing the cloak passed you Just 
before the security metrobot exploded. This 
cloak may be the disguise the damaged 
metrobot was talking about 




As the maintenance metrobot fixes the controls, a 
helper metrobot arrives. "If you wish to enter the 
aquatic section," it says, "you will need this 
package containing four ink cubes. 




'•When you enter the aquatic section," it 
says, "you will be met by the simple water 
creatures known as the cranex. They will 
guide you to their leader if you use the ink 
cubes correctly." Go on to the next page. 



The metrobots leave you. Again^the 
j room begins to fill with water 
! cranex have a unique language," 
' says the helper through a 
loudspeaker. 





"They speak to each other by spreading dif- 
ferent colored inks in the water around 
them. When you see the cranex, follow the 
instructions on the package." 



The waterlock is now completely 
filled with water, and the inner door 
opens. You swim into the aquatic 
section. 



r 
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A short way into the aquatic section, 
a pair of cranex approaches yoti. 
They seem to be friendly. 





I^J Wil! you put two cubes in row 1 tI^ 
Turn to page 111. ^ 
Will you put two cubes in row 2? 
Turn to page-, "f 00. 



You have no way of knowing if the water people 
can help you, but you're running out of time. Soon 
the Mobius Express will come out of warp drive, 
and the criminal will be able to escape. 

I Turn to page 72. | 
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ji^^u hurry to thT*^* I . Air breathing passen- 
*i aquatic section-that i I gers almost never ^ 
; part of the Moblus ' . S ^'^'^ the aquatic sec- 
t Express designed for j I J tfon. But it is possible 
I ! passengers from the 7 \ ^° 9° through 
1 i water worlds. ^;|'- special passageways 

called waterlocks 

4^ " 



As you step inside, the outer waterlock door > - 

slams shut! Water floods the tiny room. You v 

have to stop it before it fills completely. If \ 
you don't get help soon, you'll drown! ^ 




Go on to tho next page. 




The security metrotxjts aren't inter- 
ested in your explanations. "Please 



You swim into the corridor. You go 
through an opening near the end, 
but you're not in the engineering - 
section. You're lost! 




The helper arrives quickly. It carries a 
small display screen that it uses 
while translating. 




CIcelea plays the Nautilus pipe again. The notes 
she piays appear on the display, and the metro- 
bot translates them into letters. You read what 
Cicelea says: 



W I L L T AL KTO YOU 
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"I Wish to know what happened to Tro and the ' 
Star Crystal," you say. CIcelea nods, and plays the 
Nautilus pipe once more. 

<k> on to tim neirt 



By comparing these notes with the ones 
she played before, you will be able to trans- 
late what Cicelea is saying. 
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Turn to page 71. 




78j 'last night," says Tro, "( jammed the lock , 
on the ex>nnecting door tietween our roomscr 
Then I took the parts of the fake body fromi 
a secret compartment in the Star Crystal's 1 
case. 4ii 



"r put on my doak disguise/' says Trd, "and 
r brought the Star Crystal and the animal to 
my partner's cabin. I told him to get rid of 
the animal, but I guess he didn't complete 
the job. 




put the body together 
and placed it on the 
floor. Then I discovered 
that Calllsto's pet was in 
the room watching me 




"By now my partner has hidden the 
Star Crystal Inside his artwork. We 
will meet on Mirado's moon, where 
he will give me the Star Crystal, and 
I will pay him for his help. 



) 
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"I caught the animal— you probably 
heard him screaming. I shoved him 
into the Star Crystal case's secret 
compartment to shut him up!" 

Go ore to the next page. 




"After f left my partner, I was stopped by a 
security metrobot. It said that 1 did not look 
like anyone on the passenger list. The me- 
trobot began to question me, so I destroyed 
jt! ' Turn to page 101. 




j You pick the second and fourth pic- 
' tures. Freeba turns to you. "The first 
and third were done by the artist Mito- 
shi. You can tell that because both pic- 
tures contain identical drawings of 
flowers. 




"Since you didn't iaiow that," says Freeba, 
"I conclude that you are a fraud and possi- 
bly a crinninal!" 




Before you can say anything, Freeba press- 
es a button, calling for metrobot 
security. Turn to page 74. 




You 



You go over to the top tube and put! 
the cover open. The tube seems to be 
empty. 




mn: 



You reach into the 
tube to see if you 
can feel anything 
inside. As you do, 
someone shoves 
you in! 




You begin the long slide to the heart of 
the warp engines. It seems that whoever 
pushed you in is getting away with two 
murders. Tro's— and yours! 





There is something wrong with the 
body. The right hand is on the left 
wrist, and the left hand ls on the 
right wrist! 



You musLstalf Tro until you can think of 
some way to escape. You say, "It looks like t^^J 
you have committed the perfect crime, Tro." 



"Yes," says Tro, flat- 
tered by your compil- 
nfient. "I think so. I 
have a partner, and 
he thinl^ so, too." 



"You have a part- 
ner?" you ask, as you 
|r| look iinsund the room 
for some way to 
escape. 



TT 



M 
1 
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At each wrist there is a 
seam— the body isn't real! 
it's a bioform dummy made 
of the same material as your 
disguise! That can only mean 
one thing — 



"Yes," says Tro. "One of your felbw 
passengers is my partner. I might as 
well tell you the whole story," he 
says, "since you won't live to repeat 
it!" 



1 



Suddenly you 
realize that 
someone is 
\ standing be- 
hind you. 

Turn to page 84. 




It's Tro! He's aiive! "I see you found 
the bioform body," he says. "You 

j may have guessed that I used it to 

i fake my own death! 




"! thought no- 
body would 
ever suspect 
me of stealing 
the Star Crys- 
tal. But now 
you've found 
me!" 

Tro raises his 
blaster. "I 
can't leave be- 
hind any wit- 
nesses. Good- 
bye, Spy!" 



j Turn to page 83. 



"This person," says Bellen, "went to the en- ff 05 
gineering section of the ship. 





"The cranex will guide you part of the way tiiere," 
she says. "Then I will telepathicaily show you the cor- 
;— ridor you should follow. But remember," she says, 
' J//f "my eyes are on the sides of my head, f can only see 
w . totheleftand right" 

0. 
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[The cranex lead you 
I through a long corri- 
dor. When the coni- 
dor branches off in 
two directions, the 
|cranextum back. 

Bellen telepathicaily sends you a picture of 
the conidor you must foHow to get to the 
engineering section. But you see the coni- 
dor as Belien sees it. 



I"' 



LEFT EYE 



RIGHT EYE 



J One eye sees the left side of the 
I corridor you should follow, and the 
'"V eye sees the right. Which way { 

?do you go? 



This way? This way? 



Turn to page 75. 



Turn to page 1 04 

\ 




You carefully put the 
pieces back together. 
It is a security 
metroboL 




Soon, the security metrobot comes 
to life. You dkl well. Unfortunately, 
the only thing the damaged metrx)- 
bot can say is. . ; 



"It was a passen- 
ger... in dis- 
guise. . .It was a 
passenger in dis- 
guise. . . . tt was— " 




As the damaged metrobot is led away, you 
decide to question the other passengers. 
Judging by what the damaged 
metrobot said, one of them may be behind ^- 
the murder— and the theft! Turn to page 88. 



r 



, . . I decide to speak to Freeba first, since 
' his cabin is nearest to Tro's. You hope that 
i he may have seen or heard something that 
I will help you. But it is also possible that 
' Freeba himself is involved. 



As you approach Freeba's cabin, 
you see that Tro's cabin door is wide 
open! You hurry Inside. / 



mm 



The body Is gone! It must have been taken 
whHe you were putting the metrobot togeth- 
er. You decide that if s time to report the 
crime to metrobot security. 



Go on to the next page. 

/ (III 



You call for metrobot security. When they 
arrive, you tell them what has happened. 





You know ttiat by then it may be too late. Wheirttie shipi 
comes out of warp drive, the criminai wiU be able to es- 
cape. You must track down the criminal youiself. And 
you'll start by talking to Freeba. Turn to page 5f . 



90j You jump to the only safe square 
near you as the metrobots drop to 
the floor. You roade itf 




Tro blasts the metrobot above him and 
heads for an open comdor. When the 
metrobots stop falling, you run through 
the corridor after him. You spot him as 
he gets into an emergency escape pod. 



Tro seals himself into the pod, and 
the launch door begins to opea 
When the launch door is fully open, 
Tro will be able to launch 1he |>od. ^ 




If you can open the inner door, tiie outer door will 
automatically dose. 
That would stop Tro's escape. 
The inner door is closed tightly by heavy bars. The 
bars are moved by {|e»^. Which way do you turn tiie 
main gear so that^e bars will move to the right and 
the door will open? 






The other one says, "This wateriock has 
been sabotaged, and we believe that you 
have done it!" Turn to page 74. 




The security metrobots take you to a shuttle 
capsule. It travels on the outside of the 
J ship. As you proceed to the first-class sec- 
jtion you say: "Callisto is your partner. The 
Star Crystal is inside one of his sculptures. 




"How did you know pi 
that?" says Tro, 
astonished. 




"Simple, " yoif say. "You spoke of 
your partner as he/ so it cant be 
Cicelea. And it can't be Freeba, be^ 
cause you can't hide something in- 
side a painting!" 




S|i You and Tro and the security metrobots en 
•- : ;| ter Callisto's cabin. Ciceiea and Freeba are 
■ with him. You wonder if they are in on the 
! crime.too! Go on to the next page. 




"Caliisto," you say, "I iseiieve lhat 
the Star Crystal is hidden inside one 
of your sculptures/V 

"Well," says Caiysto,"1his is a surprise.^ 
you can see, there are only two sculptures 
here that could contain the Star Crystal." 





Callisto replies, "Because Spy Cen- 
ter decided to use this mission as a 



test of your Spy skills 




"I'm happy to tell you 
that you piassed the 
test with flying colors. 
I hereby promote you 
to Level Two Spy!" 



As Cicelea plays mu- 
sic in your honor, a 
helper metrolxjt en- 
ters the cabin, it says 
that you can aH shut- 
tle down to the planet 
Mirado whenever 







You turn the main 
gear clockwise. But 
that only seals the in- 
ner door more tightly. 




The launch door opens wide, and Tro 
launches his pod into space! You're about 
to follow in another escape pod when a pair 
of security metrobots arrives. 




-I 



"Who authorized you to tise^this es- 
cape pod?" they demand. You have 
no authorization, so you try to ex- 
plain what's happened. 

Turn to page 74. 



'I 




You reach in, grasp the soft, heavy object, and 
puint out. Go on to the next page. 



It's Tro! You place the lifeless body I TT ? 7%^ 
on the floor. lv^^^ ^ 





Turn to page 82. 



o ilOO)] 



You hoid up the mixing box, and the col- 
ored ink spreads in the water around you. 




Before Tro can fin- 
ish his story, a 
helper metrobot 
appears on a near- 
by viewscreen. 
"The Mobius Express 
is now coming out 
^ of warp drive," it says 




"Engineering metrobots are now be- 
ing activated." 

You took up. The engtneemg 
metrobots are dropping from the 
ceitingl Turn to pa9» 102. 
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You swim into the corridor. At the 
end you go through a tunnel. 




The tunnel leads to a waterlock that 
opens into the engineering section. 
- You've made it! You enter the water- 
lock. 

« r- — ' 




; When the water has 
^(^ained out you find 
used aquasuit. The 
^-Ibelrigydu'TO after 
^iimistliaiwB left It here 
, and rhust still be in 
the engineering 
* section^ ' 






Go on to the next page. 
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You leave the waterlock and enter 
the engineering section. 






This is where the warp engines that power 
the Moblus Express are located. After sev- 
eral minutes of searching, you hear a chat- 
tering noise, and th^ a loud screaml 




The sounds seem to be coming frcHn 
one of the reactor tubes thai I^kIIo 
the warp engines! 




For some reason, Tunk is in one of 
Ihe reactor tubes. You can't Jook into 
the tubes because the light is too 
bright inside. But the thicic glass cov- 
er on the end of each tube functions 
like a lens. 



''t-.ri 
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You loolc at tfie wall across from the 
tubes^ WNch of the tut;»es ia prajept- 
ing a magntfied picture of pat tff ' 
Junk's t)ody? 

~ — ^ 




it/?? 
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The tube at the top? 
Turn to page 81. 



The tube at the bottom? 
Turn to page 98. 



View the projected pictures from as 
far away as possible to get a good 
look! 



1 08 }, 



You turn the main 
gear counterclock- 
wise. The inner door 
opens! 



The outer launch door automatically 
slams shut—and the escape pod 
crashes into it! 





"Tell me the rest of 
1 the story," you say. 
"All right," says Tro. 




"After I destroyed 
the security metrobot, 
I passed you in the 
corridor. My disguise 
was perfect! 



"But i felt there was 
something wrong with 
the fake body, so I 
stopped at my cabin 
to look at it. 




"I saw that I had put the hands on 
incon-ectly. So i took the body with 
me b>efore anyone could discover it 
was a fake. " Turn to page 1 15. 




110 



You point to the sculpture on the right 
Calfisto pulls the sculpture open. Inskte 
is the glowing Star Crystal! 



You spread the colored Ink in the 
water around you. The cranex 
spread some of their own ink— it's 
the same color as yours. The cranex 
know you are friendly! 




"You've found 
, it!" says Cal- 
iv listo. 'The 
Star Crystal 
is not a 
warped object 
and could not 
fit inside any 
object that 
was warped." 





Inside the chamber is the leader of 
the water people. "I am Beilen," 
says her voice in your mind. "My 
people are telepathic. We speak 
mind to mind. So can Cicelea. 




"Cicelea told me that her people were once 
water people. But as the water on Cicelea's 
world dried up, her people teamed to breathe 
the air and live on land. 



"Cicelea and 
her people 
can stiil speak 
mind to mind, 
but she can- 
not spealt to 
beings who 
are not tele- 
pathic. She 
has asked me 
to help you. " 



Go on to the next page. 



You wonder if Beilen knows 
anything about Tro and the Star 
Crystal. 



O 
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"Perhaps," she says. "! told Cicelea that an 
air breather passed through this section 
several hours ago. Here is a telepathic pic- 
ture as I remember it." 






In your mind you-see a figure in an aqtKi- 
suit. It's impossible to make out who it is. 
But you can see that the figure is carrying 
Tro'sbody! Turn to page 85. 




You point to the triangutar sculpture. 
CaHisto ctiucWes. "Sony, Spy," he 
says as he pulls the empty sculpture 
apart. "There's nothing here." 




Calllsto reaches into his pocket. Is he going to 
pull out a weapon and attack you? Will Freeba 
and Cicelea help him? 

Instead, Catlisto shows you a Spy Center identi- 
fication card ! Callisto is really a fellow Spy! 



"This mission has been a test of your Spy 
skills," says Callisto. ' You did well, but not 
well enough to pass the test. Better luck 

next time., Spy.'" 




'f damaged the waterti 
|noone could foHow me. i 
Then J carried the tKXiy 
through the aquatic section 




"While I was hiding the body in a reactor tube, I 
found that the animal had again followed me— 
probably through a small air duct. Again I managed 




As you lift Tro up from the floor, a pair of security 
metrobots arrive to see what caused the crash. You 
tell them the whole story. They arrest Quarboss 
Tro. "Take us back to the first-class section," you 
say. Turn to page 93. 




Cal I isto reaches into his pocket. You 
ready yourself, Could he be pulling a 
weapon to attack you with? 

T 




'At the awards ceremony last year," says Callls- 
to^ "Tro asked me to help him steal the Star 
Crystal. Spy Center told me to play along so we 
could catch him red-handed. Cicelea and Freeha 
are not Spies, but they agreed to help us!" 

Go on to the next page. 



"Tro doesn't know it," says Callisto, 
"but this is special agent Tunk. He's 
been following Tro for almost a year!' 
Tro shouts, "That animal is a Spy?!" 





Callisto translates 
Tunk's reply. "Just 
because you don't 
understand my lan- 
guage," says Tunk, 
"don't think that I'm 
not Intelligent. A dip- 
lomat like you should 
know that!" 




As everyone laughs in agreement, 
you ask, "Why didn't you tell me that 
all along the Star Crystal was safe?" 



Turn to page 96. 



! Together you board the shuttle craft 
that wH) take you to the art awards 
ceremony on the planet Mirado. 



Tro will stand trial for | 
his attempt to steal 
the Star Crystal. 




Make your own 
Mobius Express. 

1) Cut out the 
three pie(»s of the 
ship labeled 1,2, 
and 3. You may 
fold them back 
and foith along 
the dotted lines, 
theh carefully tear 
tiiem . from the 
page. You should 
now have three 
separate strips. 



B 



A 



2) Using adhesive 
tape or glue, at- 
tach tab "8" on 
strip 3 to tab "B" 
on strip 2. The 
tabs should face 
eacti other directly 
when they are 
attached. 

3) Attach tab "C" 
on strip 2 to tab 
"C" on strip t. 
Again, the tabs 
should face each 
other directly 
when the strips 
are attached. You 
now have one 
long strip. 

Turn to page 
120. 





4) Curl the long 
strip around as 
shown in the dia- 
gram. Both "A" 
tabs will be facing 
up, as shown. 

A« 




5) Twist strip 1 a 
half turn so that Its 
tab "A" is facing 
the "A" tab on 
strip 3. Attach the 
tabs. 

A 




You now have a 
model of the Mo- 
bius Express. 




1? 



You didn't plan on 
this meeting. It's a 
crushing experience! 




